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ABSTRAK 

Judul Skripsi ini adalah “Pengaruh Model Pembelajaran Teams Games 

Tournament Terhadap Keaktifan Belajar Peserta didik Pada Mata Pelajaran 

Pendidikan Agama Islam dan Budi Pekerti Kelas VIII di SMP Quran Al Zamriyah 

Islamic Boarding School” ditulis oleh Hafshoh 2114010045 Program Studi Pendidikan 

Agama Islam Universitas Islam Negeri Imam Bonjol Padang. 

Penelitian ini dilatar belakangi model pembelajaran yang digunakan pendidik 

belum mengaktifkan peseta didik terlihat dari rendahnya keaktifan peserta didik dalam 

bertanya, berpendapat dan memecahkan masalah. Sebagian dari peserta didik hanya 

mengandalkan teman yang rajin untuk mengerjakan tugas dan memecahkan permsalahan 

yang diberikan pendidik, namun peserta didik lainnya hanya diam dan mendengarkan 

penjelasan tanpa adanya partisipasi. Perumusan masalah dalam penelitan ini adalah 

“Bagaimana pengaruh Model Pembelajaran Teams Games Tournamet Terhadap 

Keaktifan Belajar Peserta Didik pada Mata Pelajaran Pendidikan Agama Islam dan Budi 

Pekerti Kelas VIII di SMP Quran Al Zamriyah Islamic Boarding School”. 

Tujuan dalam penelitian skripsi ini yaitu (1). Untuk mengetahui bagaimana 

keaktifan belajar peserta didik kelas Eksperimen di SMP Quran Al Zamriyah Islamic 

Boarding School (2). Untuk mengetahui bagaimana keaktifan belajar peserta didik kelas 

Kontrol di SMP Quran Al Zamriyah Islamic Boarding School (3). Untuk mengetahui 

apakah terdapat perbedaan keaktifan belajar peserta didik pada kelas Eksperimen dan 

kelas Kontrol di SMP Quran Al Zamriyah Islamic Boarding School.  

Penelitian ini merupakan jenis penelitian kuantitatif menggunakan jenis 

penelitian eksperimen tipe penelitian eksperimen semu (Quasi Experimental) dengan 

desain penelitian yang digunakan yaitu Nonequivalent Control Group Design. Populasi 

pada penelitian ini adalah seluruh peserta didik kelas VIII di SMP Quran Al Zamriyah 

Islamic Boarding School tahun 2024/2025 semester genap. Pengambilan sampel dalam 

penelitian ini adalah teknik Sampling Population, kelas yang terpilih sebagai kelas 

eksperimen adalah kelas VIII B dan kelas kontrol kelas VIII A.  

Hasil penelitian menunjukkan bahwa model pembelajaran Teams Games 

Tournament dapat meningkatkan keaktifan belajar peserta didik secara efektif dengan 

rata-rata nilai post-test kelas eksperimen 120,19 sedangkan nilai rata-rata post-test kelas 

kontrol 89,20. Dibuktikan uji hipotesis dengan SPSS versi 26 diperoleh sig a < 0,05 yaitu 

0,000 artinya 0,000 < 0,005 maka Ha diterima dan Ho ditolak dan Thitung > Ttabel yaitu 

3.605 > 1,675. Hal ini berarti Ha terdapat pengaruh model pembelajaran Teams Games 

Tournament terhadap keaktifan belajar pada mata pelajaran Pendidikan Agama Islam dan 

Budi Pekerti kelas VIII di SMP Quran Al Zamriyah Islamic Boarding School. 

Kata Kunci: Teams Games Tournament, Keaktifan Belajar 
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ABSTRACT 

The title of this thesis is “The Effect of the Teams Games Tournament 

Learning Model on Student Learning Activity in Islamic Religious Education and 

Character Education for Grade VIII at Al Zamriyah Islamic Boarding School 

Middle School” written by Hafshoh 2114010045, Islamic Religious Education Study 

Program, Imam Bonjol State Islamic University, Padang. 

This research is motivated by the fact that the learning model used by educators 

has not yet activated students, as evidenced by the low level of student activity in asking 

questions, expressing opinions, and solving problems. Some students rely solely on 

diligent peers to complete assignments and solve problems given by educators, while 

others remain silent and listen to explanations without participating. The research 

problem formulation in this study is "What is the effect of the Teams Games Tournament 

Learning Model on Student Learning Activity in Islamic Religious Education and 

Character Education for Grade VIII at Al Zamriyah Islamic Boarding School Middle 

School. 

The objectives of this thesis are: (1). To find out how active the students in the 

Experimental class are at SMP Quran Al Zamriyah Islamic Boarding School (2). To find 

out how active the students in the Control class are at SMP Quran Al Zamriyah Islamic 

Boarding School (3). To find out whether there is a difference in the active learning of 

students in the Experimental class and the Control class at SMP Quran Al Zamriyah 

Islamic Boarding School. 

This research is a type of quantitative research using the type of experimental 

research type of quasi-experimental research (Quasi Experimental) with the research 

design used is Nonequivalent Control Group Design. The population in this study were 

all students of class VIII at SMP Quran Al Zamriyah Islamic Boarding School in the 

2024/2025 even semester. Sampling in this study was the Population Sampling technique, 

the class selected as the experimental class was class VIII B and the control class was 

class VIII A.  

The results of the study indicate that the Teams Games Tournament learning 

model can effectively increase student learning activity with an average post-test score of 

120.19 in the experimental class, while the average post-test score of 89.20 in the control 

class. Hypothesis testing using SPSS version 26 proved that sig a <0.05, namely 0.000, 

meaning 0.000 <0.005, then Ha is accepted and Ho is rejected, and Thitung > Ttable, namely 

3.605 > 1.675. This means that Ha has an effect of the Teams Games Tournament 

learning model on learning activity in the subject of Islamic Religious Education and 

Character Education for class VIII at SMP Quran Al Zamriyah Islamic Boarding School.  

Keywords: Teams Games Tournament, Learning Activity 
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